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K|d UUizARp EncountER§ 

The Arcane Astrolabe 

There is so much that we don't know or can't understand in the night sky. Stories and 
legends of great beings and ancient evils have kept us awake for centuries. But what happens when 
you reach out to those creatures? What malevolent entities might possibly reach back? This 
question has intrigued and intimidated scholars and occultists the world over. 

This encounter is designed as a difficult encounter for a party of level 11-12 characters. 

Background 

Kyuss is one of the Elder Evils, utterly malevolent and destructive. Rumours have long held 
that after his banishment, his hatred for the mortal realms only grew. His influence never entirely 
faded, however, with certain weaker minds being malleable to the being's effect. As a result, cults 
have arisen across the land given the task of releasing the Worm that Walks under promise of great 
power and position in the newly reformed world. The cults of Kyuss are now a plague across the 
countryside, assaulting any person or establishment in their blind devotion to their god. Since the 
assaults have begun to slow, it is believed that they have found what they were searching for and 
are getting ready to perform the ritual. 

Encounter 

As the characters enter the room, read or paraphrase the following: 

"The room around you crackles with electrical energy. Immediately to your left is a large 
tank, 35 ft. long and full of a murky green liquid with a dark shadow moving around inside it. To your 
right is a glowing circle of magical runes on the floor directly in front of several bookcases 
overflowing with tomes. In the centre of the room is an immense stone platform rising 3 ft. above 
the ground, to the left of which are two large antennae that send sparks of electricity skittering 
across the stone. On the far side of the room, on top of a tall stone dais that stands a little over 5 ft. 
high, is a large circular structure, roughly 10 ft. across, placed beside an enormous telescope bigger 
than most men. 

You see a humanoid looking figure wearing long black robes and wielding a staff, flanked by 
three others, stepping away from the strange device just as a brilliant white light fills the room. As it 
begins to subside, the cultist holding the staff begins to glow with a radiant energy. Now flanking 
him, instead of three cultists, are three lithe creatures, each with four arms, their skin now a pale 
blue and large yellow eyes set into their faces. As the light dims, these creatures become hard to see 
as they slink into the shadows." _ 

What the characters have just witnessed is the summoning spell for an Elder Evil, a being of 
great chaos and destruction. Have the players roll initiative immediately. As they do, one of the 
environmental factors comes into play. Roll a d4 to set the timer for this. At the top of the round 
when the timer reaches 0, the creature in the large tank becomes agitated by the constant electrical 
current filling the room, sending out a shockwave that fills the room, dealing ld8 thunder damage to 
all creatures in the room. 

The three regular cultists have been transformed into Star Spawn Manglers (MToF pg. 236). 
The cultist wielding the staff ( Warlock of the Great Old One, VGtM pg. 220) has been suffused with 
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light and has begun a transformation to become a Star Spawn Seer (MToF, pg. 236). He is being 
wreathed in light from the astrolabe, the circular device on the stone dais, which gets brighter every 
turn. At the beginning of the sixth round, he is completely bathed in the light, triggering his 
transformation. If he's still alive at this point, his entire round is consumed by this transformation. If 
he is damaged or dead, the transformation takes place as normal and he regains the full hit points of 
the seer. 

The only way to prevent this transformation is to set the alignment of the astrolabe to the 
inverse of where the cultist set it. To do so requires three successful Arcana or Nature checks. 
Because of the complex arcane nature of the device, anybody not proficient with either of these 
skills requires three natural 20 rolls to succeed. If a character is proficient with either of these skills, 
the DC starts at 16, increasing by +2 for each success. If a proficient character rolls a natural 1, the 
number of successful checks required increases by 1. If a proficient character rolls a natural 20, it 
counts as 2 successes. If the astrolabe is realigned before the transformation is complete, it is 
prevented and the cultist remains in his original form. The telescope has no bearing on this 
encounter. 

The astrolabe itself is a very delicate instrument, precisely engineered to represent the 
alignment of stars in the night sky. Due to the precise mechanical nature of the instrument, if it 
becomes damaged, all checks are made with disadvantage (AC 10, HP 15). If it is broken, the 
astrolabe becomes useless and the transformation cannot be prevented. Once the transformation is 
completed, the astrolabe can no longer affect the cultist and it becomes completely inert. 

There are two additional environmental elements as part of this encounter. The first is the 
magical circle on the floor, which can be identified as a circle of protection with a DC 15 Intelligence 
(Arcana) check. Any creature standing inside this circle cannot be targeted by ranged spell attacks 
from outside of the circle, regardless of whether the caster is friendly or hostile. Any spell that 
affects an area instead or requires a saving throw remains unaffected. 

The second is the electrified platform in the centre of the room, which counts as difficult 
terrain due to the electricity racing across the surface. If a creature steps onto the platform or starts 
its turn there, it must succeed on a DC 15 Constitution saving throw or they are unable to take 
actions until the beginning of their next turn. Any Star Spawn creatures make this throw with 
disadvantage. If the two antennae on this platform are destroyed (AC 10, HP 25), the platform 
becomes inert and the creature in the tank settles, ending the timed effect. If a creature or PC hit 
the antennae with a melee attack, they also take 2d6 lightning damage. 

Conclusion 

Once the creatures have been defeated, the PC's are able to claim the staff that was being 
wielded by the seer, the Comet Staff . The ritual has been stopped and the immediate crisis is 
averted. This could, however, lead to further instances in your story of the cultists reattempting this. 
Perhaps they could find another way to open a gate to the outer realms. This could potentially even 
be a launching point to start a new adventure travelling across the cosmos, exploring all manner of 
otherworldly locations and encountering the strangest creatures you can possibly imagine. 
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Bestiary 

Warlock of the Great Old One 

Medium humanoid (human), neutral evil 
Armor Class 12 (15 With Mage Armor) 

Hit Points 91 (14d8 + 28) 

Speed 30 ft. 

STR DEX CON INT WIS CHA 

9 (-1) 14 (+2) 15 (+2) 12 (+1) 12 (+1) 18 (+4) 

Saving Throws WIS +4, CHA +7 

Skills Arcana +4, History +4 

Damage Resistances Psychic 

Senses Darkvision 60 ft., Passive Perception 11 

Languages Telepathy 30 ft., Common and Deep Speech 

Challenge 6 (2,300 XP) 

Innate Spellcasting. The warlock's innate spellcasting ability is Charisma. It can innately cast the 
following spells (spell save DC 15), requiring no material components: 

At will: detect magic, jump, levitate, mage armour (self only), speak with dead 
1/day each: arcane gate, true seeing 

Spellcasting. The warlock is a 14th-level spellcaster. Its spellcasting ability is Charisma (spell save DC 
15, +7 to hit with spell attacks). It regains its expended spell slots when it finishes a short or long 
rest. It knows the following warlock spells: 

Cantrips (at will): chill touch, eldritch blast, guidance, mage hand, minor 
illusion, prestidigitation, shocking grasp 

lst-5th level (3 5th-level slots): armor of Aqathys, arms of Hadar, crown of 
madness, clairvoyance, contact other plane, detect thoughts, dimension door, dissonant 
whispers, dominate beast, telekinesis, vampiric touch 

Whispering Aura. At the start of each of the warlock's turns, each creature of its choice within 5 feet 
of it must succeed on a DC 15 Wisdom saving throw or take 10 (3d6) psychic damage, provided that 
the warlock isn't incapacitated . 

Actions 

Dagger. Melee or Ranged Weapon Attack: +5 to hit, reach 5 ft. or range 20/60 ft., one target. Hit: 4 
(ld4 + 2) piercing damage. 

Star Spawn Mangier 

Medium aberration, chaotic evil 

Armor Class 14 

Hit Points 71 (13d8 + 13) 

Speed 40 ft., climb 40 ft. 

STR DEX CON INT WIS CHA 
8 (-1) 18 (+4) 12 (+1) 11 (+0) 12 (+1) 7 (-2) 

Saving Throws DEX +7, CON +4 
Skills Stealth +7 
Damage Resistances Cold 
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Damage Immunities Psychic 
Condition Immunities Charmed, Frightened, Prone 
Senses Darkvision 60 ft., Passive Perception 11 
Languages Deep Speech 
Challenges (1,800 XP) 

Ambush. On the first round of each combat, the mangier has advantage on attack rolls against a 
creature that hasn't taken a turn yet. 

Shadow Stealth. While in dim light or darkness, the mangier can take the Hide action as a bonus 
action. 

Actions 

Multiattack. The mangier makes two claw attacks. 

Claw. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit: 8 (ld8 + 4) slashing damage. If the 
attack roll has advantage, the target also takes 7 (2d6) psychic damage. 

Flurry of Claws (Recharge 4-6). The mangier makes six claw attacks against one target. Either before 
or after these attacks, it can move up to its speed as a bonus action without provoking opportunity 
attacks. 

Star Spawn Seer 

Medium aberration, neutral evil 

Armor Class 17 (Natural Armor) 

Hit Points 153(18d8 + 72) 

Speed 30 ft. 

STR DEX CON INT WIS CHA 

14 (+2) 12 (+1) 18(+4) 22(+6) 19(+4) 16(+3) 

Saving Throws DEX +6, INT +11, WIS +9, CHA +8 
Skills Perception +9 

Damage Resistances Cold; Bludgeoning, Piercing 
and Slashing from Nonmagical Attacks 
Damage Immunities Psychic 
Condition Immunities Charmed, Frightened 
Senses Darkvision 60 ft., Passive Perception 19 
Languages Common, Deep Speech, Undercommon 
Challenge 13 (10,000 XP) 

Out-of-Phase Movement. The seer can move through other creatures and objects as if they were 
difficult terrain. Each creature it moves through takes 5 (ldlO) psychic damage; no creature can take 
this damage more than once per turn. The seer takes 5 (ldlO) force damage if it ends its turn inside 
an object. 

Actions 

Multiattack. The seer makes two comet staff attacks or uses Psychic Orb twice. 

Comet Staff. Melee Weapon Attack: +11 to hit, reach 5 ft., one target. Hit: 9 (ld6 + 6) bludgeoning 
damage, or 10 (ld8 + 6) bludgeoning damage if used with two hands, plus 18 (4d8) psychic damage, 
and the target must succeed on a DC 19 Constitution saving throw or be incapacitated until the end 
of its next turn. 

Psychic Orb. Ranged Spell Attack: +11 to hit, range 120 feet, one target. Hit: 27 (5dl0) psychic 
damage. 
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Collapse Distance (Recharge 6). The seer warps space around a creature it can see within 30 feet of 
it. That creature must make a DC 19 Wisdom saving throw. On a failed save, the target, along with 
any equipment it is wearing or carrying, is magically teleported up to 60 feet to an unoccupied space 
the seer can see, and all other creatures within 10 feet of the target's original space each takes 39 
(6dl2) psychic damage. On a successful save, the target takes 19 (3dl2) psychic damage. 

Reactions 

Bend Space. When the seer would be hit by an attack, it teleports, exchanging positions with 
another star spawn it can see within 60 feet of it. The other star spawn is hit by the attack instead. 


Treasure 

Comet Staff 

Staff (quarterstaff), legendary (requires attunement by a Sorcerer, Warlock, or Wizard) 

This staff can be wielded as a magic quarterstaff that grants a +3 bonus to attack and damage rolls 
made with it. While you hold it, you gain a +3 bonus to spell attack rolls. 

This staff has 10 charges and regains ld8 + 2 charges daily at dusk. If you expend the last charge, roll 
a d20. On a 1, the staff splits and cracks, exploding out in a brilliant white light, dealing 4d6 force 
damage to the wielder. 

Collapse Distance. You warp space around a creature it can see within 30 feet of it. That creature 
must make a DC 19 Wisdom saving throw. On a failed save, the target, along with any equipment it 
is wearing or carrying, is magically teleported up to 60 feet to an unoccupied space you can see, and 
all other creatures within 10 feet of the target's original space each take 39 (6dl2) psychic damage. 
On a successful save, the target takes 19 (3dl2) psychic damage (5 charges). 

Comet Strike. When you hit with a melee attack with this staff, you can invoke the otherworldly 
power within it. You deal an additional 18 (4d8) psychic damage and the target must succeed on a 
DC 19 Constitution saving throw or be incapacitated until the end of its next turn (2 charges). 

Spells. While holding the staff, you can use an action to expend some of its charges to cast one of 
the following spells from it, using your spell save DC: Dark Star (10 charges), Hunger of Hadar (3 
charges), Melf's Minute Meteors (3 charges) or Moonbeam (2 charges). 
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